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On Your Mark 


Insert this option packed, fun filled, Fairchild Videocart 
Cartridge into your unit until it is seated. 


Get Set 


Get ready for 32 different game options for 6 different 
games with 11 paddle sizes. We guarantee you will 
break out in a cold sweat before you break in to an 
upper level of fun in this exciting game cartridge. 


Go 

PIN BALL CHALLENGE (Basic Game) 

Press Reset, a G? will appear asking you which of 6 
single and double player games you would like to play. If 
you do not make a choice within 10 seconds the com- 
outer will choose the simplest form of the single player 
game. (To make selections of the various games, modes 
and paddle sizes see the respective headings which 
follow.) 


The paddle appears on the screen and the game starts. 
You get a total of 7 balls served whether you are playing 
alone or with someone. The object of this game is to 
bounce the ball off your paddle and chip away at the 3 
colors of blocks. You receive points for each block you 
hit. Each of the 3 color levels is two blocks thick. 


The lowest or green level is worth 1 point for each block 
hit; the middle or blue level is worth 4 points; and, the 
top or red level is worth 7 points for each hit. You will 
receive 384 points for eating away all the blocks in the 3 
levels. If you accomplish this, for example, in 5 balls; 
another block wall immediately appears and you will 
keep going for the 2 remaining balls. The object of Pin 
Ball Challenge is to get the highest score for 7 balls. 


HOW THE HAND CONTROLLERS WORK 
(Moving the Paddles) 


The paddle is moved by pushing your hand controller 
left or right. The right hand controller is used for the 
one-player game. Pushing forward or pulling backward 
while moving the paddle left or right increases or de- 
creases the speed at which the paddle moves. Pushing 
down serves the ball. 


GAMES (1 thru 6) 

After pushing Reset, a G? appears. By twisting the knob 
left or right a number from 1 to 6 cycles up or down to the 
right of the G?. When this number is the game you wish 
(see the following), stop rotating the hand controller and 


pull up. 


1. Pinball Wiz 


Basic Game: one player, one score 

Single player: the computer will select this game if no 
other choice is made within 10 seconds. Only the right 
hand controller is active. 


2. Cooperation Partners, one score 


This game calls for close cooperation between partners. 
You both control the green paddle, but the right hand 
controllers will move the paddle only to the right while 
the left hand controller moves the paddle only the the 
left. The score is a measure of your cooperation, so play 
with someone you get along with. 


3. Crossover Partners, one score 


You alternate hits in this game. One of you has complete 
control over the blue paddle, the other has complete 
control over the green paddle. After the ball is hit the 
paddle changes color to the other players color. 


4. Pro Challenge 

Two players, two scores, competitive 

Blue starts on top and hits the ball, if the ball hits a block, 
blue gets the points and green moves to the top posi- 
tion. If the blue misses and green hits the ball, blue will 
disappear until green misses. Blue and green gain 
points in the normal way. (Green's paddle will shorten 
when blue disappears.) 
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5. Block Shot 
Two players, two scores, competitive 


This game offers both offensive and defensive action. 
The offense is the same as anormal game. The defense 
is that there are little paddles just below the “Blocks” 
that move with the big paddle. If your opponent has just 
hit the ball and is about to score, you can move your 
blocker (little paddle) in the path of the ball and deflect it 
back away from the scoring blocks to prevent your op- 
ponent from scoring. 

Suppose blue’s main paddle misses and green hits the 
missed shot — blue’s main paddle disappears, green 
moves to the top, green’s blocker paddle disappears 
and blue’s blocker remains. Now blue has to prevent 
green from scoring or fool him so he misses. 


6. Double Block 
Two players, two scores, competitive 


Same as game 5 except both blockers remain even 
though one player missed the ball. 


Modes (1 through 33) 


After choosing which game and which paddle size you 
want, you are ready to select a mode. 


There are 32 different modes plus a repeat,mode which 
is Mode 33. These modes are made-up of combinations 
of 6 different pre-set options. The following is a descrip- 
tion of each of these 6 pre-set options. 


1) Paddle Shrink 1 
In Paddle Shrink 1 the paddle shrinks slightly from its 
original size (see the section on Paddle Size selec- 
tion) when the ball first breaks through the blocks and 
hits the top wall. 


2) Paddle Shrink “2 
In Paddle Shrink Y the paddle shrinks to Yo of its 
original size (see the section on Paddle Shrink selec- 
tion) after breaking through the blocks and hitting the 
top wall. 


3) Changing Paddle 
In changing the paddle the paddle continuously 
shrinks from the original paddle size (see Paddle Size 
section) down to size 4. After size 4 the paddle size 
returns to size 14 and starts shrinking all over again. 
After each hit on the paddle it does its incredible 
shrinking act. 
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4) Ball Speedup 
With this option the ball speeds up every time it hits 
the paddle. When the ball hits the upper blocks (up- 
per blue or red) it goes to a set speed which is usually 
faster, but if you have been volleying in the lower 
bricks, you may have worked up quite a speed, so 
that the ball may actually slow down when it hits the 
upper bricks!!! 


5) Invisible Blocks 
The blocks are invisible so you are not quite sure 
when the ball will hit a block and rebound. After each 
miss the remaining blocks are shown. 


6) Pro Speed 
This option controls the speed of the entire game. 
Modes 17 through 32 add this additional speed to 
modes 1 through 16. For example, Mode 18 is Mode 2 
with Pro Speed added. 


HOW TO SELECT A MODE 


The available combinations of these 6 pre-set options 
are shown on the Mode Selection chart. By selecting the 
number to the right of M? (twisting left or right on hand 
controller) and cycling to the chosen mode, then pulling 
up, you enter the options which are indicated on your 
chart. 


For example: if you cycled the mode number to 14 you 
would be playing Paddle “2, with Ball Speed-Up and 
Invisible Blocks. If you selected Mode 22 you would be 
playing Paddle ¥2, Ball Speed-Up in Pro Speed. 


MODE 33—LOCK-IN 

Mode 33 is a special selection to save time and for use 
in tournaments. For example, if you had chosen Mode 14 
and finished your game and you wanted to play that 
particular set of options a few more times; at the end of 


your game you would cycle-in Mode 33 and pull-up. 


This tells the computer to repeat the last mode selected 
which in this case is 14. All scores including high score 
will reset to O. At the end of the next game the computer 
will automatically reset to Mode 14 without you having to 
enter it. 


Note: The messages will briefly flash on your screen as 
to high score, (HS), Mode, paddle size, but no action is 
required. 
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Mode Selection Chart 


PADDLE | CHANGING BALL INVISIBLE 
SHRINK ¥2| PADDLE | SPEED-UP| BLOCKS 


NORMAL PADDLE 
SPEED | SHRINK 1 


E RC SA PAES ts PAR FAAS 
A REI net RE RUE RE 
q ME A IS RR O 
feels ds a a a a 
dE he 
| IR CO eee AA A 
{ee Be RE ees 
q SS RO RCA we A 
Ea A ek a E 
| MES E as E OK 
gf REC RGAE SU O Bs 
e RC CR RR AA 
cd ER JO E SY 
a See RR ERR es 
nd es PR ETS Wee CS 
oj Os i ed i oe RSS E 


Lock-in Mode 


PADDLE SIZE SELECTIONS 


After the “Green? 14—” appears you can change the 
paddle size which is now 14, to a smaller paddle by 
twisting the controller left or right. The size is illustrated 
by the “paddle bar” to the right of the number. The pad- 
die size cycles from 14, the largest size, down to 4, the 
smallest size for a total of 11 choices. Pull-up when you 
have chosen your size. If you have selected a two player 
game “Blue? 14 — will appear, you then proceed as 
above. 


SCORING DISPLAY 

1-Player Game and Partners. 

In the upper right the number of balls remaining is dis- 
played. The previous score is displayed in the middle 
and the single players/partners score is in the right 
corner. 

2-Player Games, Competitive. 

In the two-player games the blue (left player's) score iS 
shown in the middle and the green (right player's) score 
is shown in the left corner. The balls remaining are 
shown in the right corner. 


HIGH SCORE (HS) 

After either a 1-player or a 2-player game ends HS with a 
number will be displayed. This stands for High Score 
and is the highest scored number of points since the last 
time the reset button was pushed or Lock-in Mode 33 
was chosen (Note: HS 00 appears with M? 1 the first 
time play is begun). 


PADDLE PATTERNS 

Generally, if the ball hits the left side of the paddle it will 
bounce to the left; if it hits the right side it will bounce to 
the right. The angle of the bounce changes pattern after 
each 4 hits (see the patterns below) until it reaches pat- 
tern 4. It will remain in pattern 4 until it breaks into the 
upper blue level or red level. As soon as this happens 
4 the ball speeds up and the pattern goes to pattern 1 until 
| a new ball is served. 


PATTERN 1 PATTERN 2 
Hits 1 to 4 Hits 5 to 8 
e 
so 
PATTERN 3 PATTERN 4 


Hits 9 to 12 Hits,13 and over 


Have Fun 

If you have questions about this Videocart™* cartridge 
or your Channel F Video Entertainment System, call the 
toll free numbers included with your game. — 

Other exciting Videocart cartridges are available from 
your Fairchild dealer or, for more information, write: 


Fairchild Video Products 
3105 Alfred Street 
Santa Clara, CA 95050 


*VIDEOCART is a trademark of Fairchild Camera and Instrument Corporation 
Copyright © 1978 Made in Singapore Printed in U.S.A. 


